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Free20: Monkey Business is a free Otherverse 
Games product, suitable for inclusion in any light- 
hearted or pulp flavored D20 Modern campaign. 
Using this product requires the D20 Modern Core 
Rulebook, published by Wizards of the Coast. 


If you like what you’ ve seen in this Free20 product, 
stop by the Otherverse Games website at 
www.otherversegames.blogspot.com or visit our 
sales site on www.rpgnow.com. 


Awakened Ape 
Large Monstrous Humanoid 


During the 1950s, DC Comics had an 
editorial rule governing how many of its books could 
have a monkey on the cover in the same month; 
issues with monkeys sold better than a guest ap- 
pearance by virtually any other superhero. And who 
doesn’t love amonkey? Self aware, super strong 
and amazingly tough great apes have been a staple 
of comics and cartoons for decades. Want to play 
one? 

Here you go. Maybe your ape is a product 
of super-scientific experiments, has been uplifted by 
alien intellects, or gained true sentience by strange 
and ancient magic. No matter their origins, awak- 
ened apes blend intellect and savage strength to 
great effect. Ook-ook-ook. 


Spot Check DC: Awakened Apes re- 
semble their bestial gorilla cousins, and these 
hulking, hunched over super-simians can 
only pass for a human in very poor lighting 
conditions or when almost completely 
disguised. And of course, depending on 
your super-simain’s origin, he might look 
even weirder. Some uplifted apes might be 
covered in glowing arcane rules, have 
piercing, blood-red eyes that glow with 
hostile intent, or have a body studded with 
advanced cybernetics. 


Size: Large. An awakened ape’s : 
base land speed is 30 ft. An ape bd 
has a base climb speed of 30 ft, 


and can always take 10 or 20 ona ; 


Climb check, even when threat- 
ened. 

As a large creature, the ape 
can wield larger weapons than its 
human counterparts, and its lifting 
and carring limits are double those 
of a medium creature. The ape 
recieves a—1 size penalty on 
attack rolls and Defense, and a4 
size penalty to Hide checks. 
Conversely, the ape recieves a +4 
size bonus on grapple checks. 


* 


Ability Score Modifiers: STR 
+8, INT —2, CHA -4. Awakened 
Apes are amazingly strong, but still 
retain the savage habits and 
mentality of their unawakened 
cousins. Unlike their unawakened 
cousins, Awakened Apes can 
speak, and some of the cleverest 
can speak better than most humans. 


Racial Skills: The Awakened Ape receives 
a+12 racial bonus on Climb checks and a 
+2 racial bonus on Spot and Listen checks. 


Enhanced Senses: The Awakened Ape 
gains low light vision and the scent special 


quality. 


Racial Weaknesses: Awakened Ape 
characters cannot normally select a starting 
occupation. Starting occupations reflect an 
acceptance and experience in human society 
that most apes, no matter how gifted, simply 
don’t possess. At the Gamemaster’s option, 
an ape hailing from a unique society (such as 
a hidden ape kingdom hidden in some 
forgotten jungle) might be allowed to select 
a starting occupation, reflecting its experi- 
ences among its own kind. 


Design Note: The Awakened Ape’s +8 
racial STR modifier is considered RE- 
ALLY unbalanced in most D20 Modern 
campaigns, since STR modifiers are 
usually accompanied by a double mental 
attribute penalty. Add to that a climb 
speed, scent and low light vision, and 
some game masters might not allow the 
awakened ape as a PC option without a 


+2 level adjustment. Others might feel simian bodies. Awakened Chimps are fast, agile and 
(as I do) the lack of a starting occupa- dexterous, and most Awakened Chimps are known 
tion, lack of the human bonus feat, and for their foul tempers, curmudgeonly nature, and 
INT and CHA penalties more than make _ biting sarcasm. 

up for being able to kick a little bit more 

ass. - Spot Check DC: Awakened chimps 
resemble the non-sientient chimps and 
orangangtangs they are culled from. They 
can only pass for a child sized human or a 
midget in dim lighting or when nearly com- 
pletely concealed. 


Size: Small. An Awakened Chimp has a 
base land speed of 30 ft, and the nimble 
climbers have a base climb speed of 20 ft. 
The Chimp can always take 10 or 20 ona 
Climb check, even when threatened. An 
Awakened Chimp may use either its DEX or 
STR modifier (whichever is higher), when 
making Climb checks. 

As asmall creature, the chimp must 
wield smaller weapons than its human 
counterparts, and its lifting and carrying 
limits are half those of a medium creature. 
The ape receives a +1 size bonus on attack 
rolls and Defense, and a +4 size bonus on 
Hide checks. Conversely, the ape suffers a — 
4 size penalty on grapple checks. 


Ability Score Modifiers: +2 DEX, -2 
INT. Chimps are quick and agile, and 
surprisingly strong for their size. 


Racial Skills: The Awakened Chimp 
receives a +4 racial bonus on Climb checks; 
itcan use its STR or DEX modifier in 
conjunction with Climb checks, whichever is 
higher. An Awakened Chimp also receives a 
+2 racial bonus on Hide and Move Silently 
checks. 


Enhanced Senses: Awakened Chimps 


receive low light vision. 
Awakened Chimp 
Small Monstrous Humanoid - Natural Weapons (EX): The Chimp has a 
Like their massive gorilla siblings, awakened nasty natural bite attack. A small chimp’s 


chimps blend human-like minds with strong and agile bite inflicts 1d4 points of damage. The 


Chimp is always considered proficient with 
its natural weapon, and gains the feat 
Weapon Finesse (bite). 


Racial Weaknesses: Like their larger 
counterparts, Awakened Chimps cannot 


normally select a starting occupation. 


So, What Can You Do With a Monkey? 


We’ll skip the spanking 
jokes, okay, because I 
know you ve probably 
thought of better ones 
than I can. Seriously, 
though, what can you 
do with an Awakened 
Simian in your cam- 
paign? Anything you 
want, basically. 


If you want to 
run your game group 
up against Gorilla 
Grodd, start off with 
the Awakened Ape, 
pick up Psi- Watch and 
go to town. 


Do your tastes run 
more to Bobo the 
Detective Chimp (and 
whose tastes DON’T 
run that way?).... Start 
with the Awakened 
Chimp race, add some 
Smart and Dedicated 
Hero levels, some 
detective feats (some 
of the modern crime 
stuff ’ve done for LPJ 
Designs would be a good match) and end with the 
Investigator Advanced Class. Plan your biting 
retorts and cutting remarks ahead of time, and 
you’ re good to go, baby! 


Want a little “B.J. and the Bear” action.... Puta 
monkey in a denim jumpsuit, put some ranks into 
Drive, pick up the Vehicle Expert feat at the first 
available opportunity. 


You’ Il notice all those concepts are a little 
less than serious, but there’s nothing really stopping 
you from using Awakened Simians in more dramatic 
campaigns. An 
Awakened Ape can 
easily be explained 
away as aresult of 
innovative neurological 
experiments. 


In the Psi-Watch 
campaign setting, an 
Awakened Simian 
may be a product of a 
Huxley Emergence 
gene-lab, the lone 
survivor of an experi- 
mental protocol 
designed to increase 
neural function by 
implanting nano-bots 
directly into a 
subject’s brain. 
Awakened Apes are 
assigned to 
Zookeeper assault 
squads, heavily 
equipped and fitted 
with extensive cyber- 
modification. Fed 
constant doses of 
aggressor drugs and 
psychotropics, these 
fierce and brutal 
warriors often become 
especially savage Frontliners. 


Other Awakened Apes may be a product of 
Cold War era gene-war experiments, savage and 
indomitable soldiers who were given rudimentary 
intelligence so they could act as expendable body- 


guards for VIPs on both sides of the Iron Curtain. 
The experiments that produced the Awakened 
Simian species might be a precursor to the experi- 
ments which created the Moreaus (D20 Modern 
core rulebook). A squad of Awakened Apes, 
assisted by a small platoon of Awakened Chimp 
scouts, serves on the Secret Service’s Presidential 
Security Detail. Many of these highly trained and 
tactically-minded gorillas select the Track feat and 
maximize their ranks in Survival, blending their innate 
strength and human-like brain power with a bomb- 
sniffing ability almost as good as any bloodhound’s. 


Awakened Simians can be added to the 
Otherverse America campaign setting as an artifi- 
cially uplifted servitor species. Created by the Half 
Grey using genetic samples from publicly available 
zoological data-bases, Awakened Simians are 
extremely common in Earthspace and are an ex- 
pected sight in most larger Half Grey homes and in 
more prosperous Half Grey businesses. The Half 
Grey living on Earth use Awakened Simians instead 
of their race’s traditional servitors, the android 
‘Grieving Servants’, because of the expense and 
difficulty in importing the ultra-advanced androids to 
the planet. 


The legal status of Awakened Apes has 
never been clearly defined. Some jurisdictions 
consider them little more than “biologically based 
machines’, with no more rights than any other 
industrial AI, while others (such as the European 
Union, Australia and Japan) consider the Apes a 
fully sentient new species and ban their trade. 


The Lifer nation offers Awakened Apes 
sanctuary in their Enclaves, and the few Apes which 
have sought their freedom live and work in the 
fortified mega-church cities. Many Awakened 
Simians have accepted a Christian name and bap- 
tism, and many are devout Lifers, in gratitude for 
their freedom, but few serve as active combat 
troops. Awakened Apes are still too new a phenom- 
enon to have made any major in-roads into the 
clannish and insular Lifer military. 


Most Lifer commanders vaguely mistrust the 
simians, unsure how they’ II actually respond under 
combat conditions, a fact which has kept the mas- 
sive simians out of directly combat. ...mostly. 


In a sci-fi or cyberpunk campaign, simians 
may have been uplifted to full sentience by alien 
visitors, or gain their phenomenal intelligence by 
accident. A massive chemical spill might release 
millions of gallons of mutagens into the atmosphere 
or into the sea, with the first Awakened Apes 
emerging within a few weeks of the crisis. A gene- 
therapy designed to increase human brain functions 
or memory might mutate. Instead of making ordinary 
men and women smarter or more perceptive, this 
airborne retro-virus uplifts the nearly human crea- 
tures to full, human-like intelligence. How humanity 
reacts to a new species in its midst, and to the Apes 
demand for equality, sovereignty, and territory can 
define a near future sci-fi campaign. 


Cyber-enhanced Ape agents and street 
criminals may be acommon sight in near-future 
megacities. Meanwhile, the ultra-rich might pay for 
the creation of a gene-modified ape butler or chimp 
valet. These genetically engineered simians are 
programmed for subservience and docility, and are 
preferred to human servants because aside from the 
initial purchase cost, the slaves require no pay and 
few benefits or privileges. Apes aren’t as likely to 
commit industrial espionage, theft or spill their 
owners’ indiscretions to the blogosphere. Owning a 
custom tailored Awakened Simian is every bit as 
much of a status symbol as owning a fully loaded 
Hummer, and is nearly as pricy. 


OPEN GAME LICENSE VERSION 1.0A 


The following text is the property of Wizards of the Coast, Inc, and 
is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights 
Reserved. 


1. Definitions: (a)"Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content, (b)"Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, modifi- 
cation, correction, addition, extension, upgrade, improvement, compila- 
tion, abridgment or other form in which an existing work may be recast, 
transformed or adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)"Open Game Content" means the game mechanic and 
includes the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an enhance- 
ment over the prior art and any additional content clearly identified as 
Open Game Content by the Contnbutor, and means any work covered 
by this License, including translations and derivative works under 
copyright law, but specifically excludes Product Identity. (¢) "Product 
Identity" means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; stories, stor- 
ylines, plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio represen- 
tations; names and descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, svmbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically excludes 
the Open Game Content; (f) "Trademark" means the logos, names, 
mark, sign, motto, designs that are used by a Contributor to identify 
itself or its products or the associated products contributed to the Open 
Game License by the Contributor (g) "Use", "Used" or "Using" means 
to use, Distribute, copy, edit, format, modify, translate and otherwise 
ereate Derivative Material of Open Game Content. (h) "You" or "Your" 
means the licensee in terms of this agreement. 


2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by the License 
itself, No other terms or conditions may be applied to any Open Game 
Content distributed using this License, 


3.Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License. 


4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty- 
free, non-exclusive license with the exact terms of this License to Use, 
the Open Game Content. 


5.Representation of Authority to Contribute; If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
nights to grant the rights conveyed by this License. 


6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifving or distributing, and You must add the title, the copyright 
date, and the copynght holder's name to the COPYRIGHT NOTICE of 
any onginal Open Game Content you Distribute 


7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of cach 
element of that Product Identity, You agree not to indicate compat- 
ibility or co-adaptabiltty with any Trademark or Registered Trademark 
in conjunction with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 


8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content. 


9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License. 


10. Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute. 


11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 


12. Inability to Comply: If it is impossible for You to comply with any 
of the terms of this License with respect to some or all of the Open 
Game Content due to statute, judicial order, or governmental regulation 
then You may not Use any Open Game Material so affected. 


13. Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 
davs of becoming aware of the breach, All sublicenses shall survive the 
termination of this License. 


14. Reformation: If any provision of this License is held to be unen- 
forceable, such provision shall be reformed only to the extent necessary 
to make it enforceable, 


15. COPYRIGHT NOTICE 
Open Game License vy 10a Copyright 2000, Wizards of the Coast, Inc. 


System Reference Document Copyright 2000-2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich 
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, 
John D. Rateliff, Thomas Reid, James Wyatt, based on original material 
by E. Gary Gygax and Dave Arneson, 


Modern System Reference Document Copyright 2002-2004, Wizards 
of the Coast, Inc., Authors Bill Slavicsek, Jeff Grubb, Rich Redman, 
Charles Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins, 
Rodney Thompson, and JD Wiker, based on material by Jonathan 
Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, 
Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker. 
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